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Hello Patrons! 


Happy Anniversary, everyone. This issue marks three 
years of the RollPlay Zine. I’ve loved collating all my notes 
and presenting them to you. I hope you’ve enjoyed what 
I’ve had to offer. I want to take a second to thank Dan¬ 
iel, our designer, for all his hard work and skills. The zine 
would look a lot less interesting without him. 

In this issue, we’re focused primarily on Far Verona Sea¬ 
son 2, which at the time of writing this, has had three ac¬ 
tion-packed episodes. I’ve provided my notes from each 
session, as well as prep for the episodes and a little charac¬ 
ter dossier for each player. If you’re not already watching, 
I hope this issue will convince you to pop into the stream 
or check out the YouTube playlist for Season 2. 

I’ve also included a few pages of Court of Swords notes 
and character creation notes for our upcoming one shot 
with Asa, Dodger, Morgan and JP! 

Thank you so much for your support, and welcome to Is¬ 
sue 36 of the GM’s Notebook. 

Adam Koebel 
RollPlay GM 
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JASNAH SOLARI 


ARCHETYPE: Synth 
CAREER: Soldier 

Brawn — — — 

Agility — — 

Intellect — — 

Willpower — — 

Presence — — 

TRAINED SKILLS: 

Athletics, Driving, Perception, Survival, Melee, 
Ranged (Light) x2, Leadership x2 

TALENTS: 

Underestimated, Second Wind 

DESIRE: Justice 
FEAR: Failure 
STRENGTH: Adaptation 
FLAW: Deception 
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HALEY SKY 


ARCHETYPE: Synth 
CAREER: Entertainer 

Intellect — — 

Willpower — — 

Presence — — — 

TRAINED SKILLS: 

Coordination x2, Discipline, Piloting, Skuldug 
gery, Stealth, Melee, Charm x2, Deception x2, 
Leadership, Negotiation 

TALENTS: 

Underestimated 

DESIRE: Ambition 
FEAR: Obscurity 
STRENGTH: Adaptation 
FLAW: Pride 
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JOHNNY COLLINS 


ARCHETYPE: Vista 
CAREER: Bartender 

Intellect — — 

Willpower — — 

Presence — — — 

TRAINED SKILLS: 

Cool, Coordination, Streetwise, Charm 

TALENTS: 

Inorganic 

DESIRE: Acknowledgement 
FEAR: Obsolescence 
STRENGTH: Insight 
FLAW: Unreliable 
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COUNTESS ERIDANUS AUTUMN VASKA 


ARCHETYPE: Psychic 
CAREER: Healer 

Brawn — 

Presence — — — 

TRAINED SKILLS: 

Discipline, Medicine x2, Vigilance, Negotia¬ 
tion, Knowledge, Biopsionics x2, Precognition 

TALENTS: 

Proper Upbringing, Toughened, Torching 

DESIRE: Safety 
FEAR: Isolation 
STRENGTH: Idealistic 
FLAW: Recklessness 


13 



U1 II 


FIR UERDnn 

ERECinE 
EPIEDDE 
THREE* 



EPISODE GOALS ^ 

Get the PCs from the farm site to Tanez, then give them a chance 
to settle in there and explore their options a little. Place a poten¬ 
tial goal in front of them, to help them move into the first arc and 
the greater story. 
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STAKES QUESTIONS ^ 

x what will it take to lose the Crux team? 
x what awaits them in Tanez? 

- x who is waiting there to help them? 

x what enemies do they have? 
x what will it cost to get there? 



NPCS ^ 

x Arnehan and Kodiak Zwei 

- x The Triangulum Knight 

x Hadeel and Kristine 
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THE ARMORED TRUCK 




THE CRUX SHUTTLE 


HANDLING: +0 
MAX SPEED: 3 
SILHOUETTE: 2 
DEFENSE: 0 

ARMOR: 1 (10 POINTS PERSONAL SCALE) 
HT THRESHOLD: 5 
SS THRESHOLD: 5 
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PHPEE milE: 


x open terrain, a single dirt road surrounded by overgrown brushland 
x a single dirt road 

x abandoned farming equipment, some small buildings here and there 


PHFIEE TLO 


x Old Tanez Highway, dilapidated massive highway system 
x damaged or semi-abandoned massive buildings 
x random scattered people and encampments 


PHPEE THREE: 


x At this point, the PCs have to choose one of the following options; 

x go into Old Tanez (slums and ruins) 
x go into the Equality District (low density, forests) 

- x Widow and the Whale Residential (housing blocks, middle class) 
x head for the Icebox (uphill towards the mountains) 


It's basically a no-weapons chase, where the Crux are 
attempting to follow the PCs and the PCs are trying to 
get away using cover and stealth (given that they're 
being pursued by a faster foe who can fly, they'll need 
to get distance and cover). 

If they manage to lose Crux completely, the team will 
circle back and go to ground for support, buying the 


PCs a few days. 

(Insert scene with Arnehan reporting to Yancy) 

If the PCs crash or stall out or whatever, the team lands 
and attempt to retire on foot. 
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AFTER THE CASE 


here to meet. Talk to the players, get them to spend story 
points and potentially work in the following hooks: 


If the PCs get away, the truck runs out of fuel wherever 
they chose to go. Now we need to work out who they're 


the Society for Ethical Reform through Aid, Protection, 
and Humanitarianism (SERAPH) has a base here, and 
might be inclined to help. They're 

"a progressive charitable foundation that formed on Cabina 
in 3200, in the wake of the Sector Trade Organization's de¬ 
feat and the dissolution of the Church of Humanity, Repen¬ 
tant. It is composed of numerous charitable and corporate 
entities with a sectorwide presence, with additional stake¬ 
holding backing of the Cabinan government." 

They're rumored to be synth smugglers and an aid to those 
in need. Do the PCs have a connection there? Is that why 
they're here? 


Alternately, there might be a remnant of the UPC here while predominantly a planetist movement could be of 
willing to assist, particularly the Friends of Yakiyah who, use and certainly know the place well. 


"The Friends of Yakiyah" is a religious minority as well as a 
philosophical and political organization of members known 
as "Friends." Based on the planet Yakiyah in the Tsatsos 
system, they have deep roots in the agricultural planet. The 
Friends seek to protect their ancestral home by counseling 
and guiding the new revolutionary movement that has tak¬ 
en control of Yakiyah. 


Minions rained in launching strikes against enemy oper¬ 
ations. An asset attacked by saboteurs cannot apply any 
Use Asset Ability action until the start of the attacking 
faction's next turn. This applies whether or not the attack 
was successful. 

As long as the PCs are on the planet (and this As¬ 
set does, too) they'll be hounded by the hunter 
teams. Here's a countdown clock to manage that. 

I. the Crux team regroups and rearms 

II. the team starts searching nearby districts and 
finds the truck 


III. the team starts searching the district the PCs 
are in 

IV. the team finds the PCs 

V. Hunter teams strike at the PCs 

Once the PCs are arrived and looking for safety, whoever 
they hook up with gives them the first hints of a safe 
place for Synths, hidden away from where their enemies 
can find them. Rumors say it's a lost paradise, others say 
a utopia made by the Guild and abandoned, others say 
it's a trap. Basically, they have the opportunity to seek 
out VERONA (and drop this at the end of the episode if 
it's at all possible.) 
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ROLLPLAY 

DUNGEON WOULD ONE-SHOT 
CHASACTEK CREATION NOIEB 


^IPUy UIckU 


AtA- Cleric, \)war? / 

^0&4Ak\' frWin, H*«ian 
Oot>c,e<L- Vizard, Elf 

*3?'' NaltUj 

* l yeouS , JwxmicWiC, old told sad, 2j&0isk (ve/W) 

' vkKSV\\^i a qoM of 'vdkaf li«S benea+k <neav\inj rock. + stone , konooed G^ comtd Ao ^ro\l€. fckce/vv^AU 

• oeuarAed kfl*^awdn 0 w 

* iM«nUff«4 JLv&tfeA J WvnanS Gud noA eWeS 

' CW through ranV-S Gvd |e?| AW cWcck on a tnission Ao find AU ^rt stone. j * com^Wfon wiRv ctWs 

* old and sov»ewU»f AradiAional 

• a SoliW^ xioaniere/rec > tnV used Ao Ge a fi'^LUr in -lit fLuts 

* AW C.hutfc,Y\ is *»»npWin^ o|w.e \o ihU*D\/erS>\c>>n 

* kas tee*i on a AWe gta< ^yumexj So f*r 

* ckeanat op AU, ^>trfU* sfon e 

• ||\^ |s] 0 ^s ( e,l(\sV vJ^acd (he/w), recently arresAed } fdsoy\ e\P 

• |ecWcall^ nndAc "rfjuest accest” 

• a-tfem^kd a AUfj- (otyv\iz**-) oP syellGoo^S of forGiJJlfi/h m^yc, (jiJkJ Utotd Alt conte*ih>) 

* fll«Vf 4r ( & lf v»viard^ a wwxU-bclovJcd elf iwizarJl u>Uo kates Mops GuV SecctAhy satotagQ. 

* all e\v)£S cavi do ma^C t ertfcryv'e eiS*. ka$Ao vdorlL&r a 

• fit S^llGoo^S ce^eseW kidden-froth-clvJes 

# V\e>r ortAO: -fW\r\ hurnavx AWtv/eS, kav/t not seen ALn\ , one. of Atwn or Gotlv GeV&jal. 

• qc€mj u|> in an elf Wi\ ) bud noitf o4U>r people lUie. AWe -too 

(au, |AUU) 

* kalflin^s AaV* names based on normal stuff, Ao malfe Mun Utmd \V\ 

* Vral?|iw^> 3*e jA*s\ acovAwd, AWj kav»i 3 SeoceA ockjnAWA mos\ ^eo^le, <Wt tnovAJ 

* O'Moo^td most N not re?ll^ vinovow 

' s 3 sbrJ'oviA, no* socfa/lj flonmal 

* boned bC beiv^ a^ll or not mkr* e 4 

* out tor neu) e^^erionc^S^ noA^eAAt) oxdcona^s 

mo5^ >lal\i^ble Akef^ - a wkole ft fcaclc 


lvy v i 1 | ^ ^ ® V "’ y 1 9 w w n \ 

aUa^s wiankd Ao steal * Someone's heads deske (a ^ftcA slone > ^wka^s? j 


Cassx^S, Wman ^ladin (Vxe/Vum) 

• faAUr is at\ eldur CasskxS cGan^d wH\ enact! Al^ 
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Court of Swords: 


Episode 118 
Session Notes 


Co»«v.?^«4s: ^.sije n?)‘ [j?^ 

W^r^. a*c ftwy 3^ M*. «d^i o? -loion, lAttflUr "\Vuj c\Vvj ( <\ta< st\ ovlercjouw -tunneV 

Kl?Cs who need ftiw^s’* 

’ L>VtW Action *r«U *»V«. U V fiw* JL«^VW, VavJ\^ 3wne minor contusion 

* A*n»ta wawVs V oixV-Vjl VkWU % sU. 3SV-S ^jrofa* \Wufes ■£■ ta^p 

* ^u4*r Vos abSoluW^ UsVjf and VviS facrvi \s (rteofun. -he's Vj«^ -Vo aiMntnovx 3 «^eaV worm 3v\d Vo. 

Via* 9 WneV\ of weirdo di seizes novJ 

jU -WneV - 

• 3 j^lee capture, V\as cauSfidl sWnjc nruA+aftovi^ trh^xi^ rtaUV^ ene*j^ ^usVu^ *.n. “H*- -former 
■Wun&Vs cf Aorta 3*e 0vl^ffuv\ iniHv etatneM-la (a. tV^ fuW-on Annotation Jown-tW*e.. \f "Ha PCs 
u$e 4k4uwiels4o escape, tU^ needlto swivie -tU_ vieird ero^+ions and eon-tusiofl. 

•jW ^Ynp : 

• after /btadk + /Wra left, committed Suicide. Se^dl 4imeS ulS^j op Uood 4ran-(liSU)\fl 

gatifc iMfDW^. ft osV rece^rtl^ Vve injected VnmsetP w\M\ \arvia\ >loidtootYv\ b\ood ( scfavnbtii^ Uis proNKrbiaV 
noodle. (\es govxe -fibYA dock** ft> Cu\Y \ead*T. A p^r of 3SStsWI MJeWoS ate. (rvelpic/^ Wim out" IK -Vjl 
Swam^ iuU«t Ufi. aiwis -to Summon a v|oid ujorw. 

r-vlo\\) 

saU I )o]w l 

3tt jy>>» «eet( i* a iPVttle jiwjKc. uJfltrv\. acotaV«-i (lluiman') 

• ten thousand spoony J 


?C focus ^«a\s* 

• loam abonV u)V»at- u)il\ Wpp^vi ^A«^i fa * ?cowiS€S* and tanor4^ o3tt\ 

• tt dawn ^little. Action needs * ^juice) 
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